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A Practice of Education which Introduces Physical Computing
Yoshihiro OHMI＊
Abstract: An introductory physical computing had practiced on software engineering course of university. 
The practice is aimed for getting wide skills. On early lessons, programming which uses accelerometer had 
practiced. However, that treated only a sensor as input from real world, and no output. Also, programming 
using accelerometer is tend to complex because it requires digital signal processing technique in many 
cases. On later lessons, educational material that treats only essence of physical computing is produced and 
practiced, because duration had significantly reduced. This practice used a volume knob as input from real 
world and speaker and LED as output from real world, and so relation of input and output is simple and easy 
to understand.
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